Tools and Tricks for Engaging
Online Students
Dr. Deborah Taylor
Kansas City Kansas Community College
dtaylor@kckcc.edu

Welcome
• Quick introductions
– Who, What, Where

• A Little Background Information

What do we mean by “engagement”?

What do we mean by “engagement” in
an online class?
• Interaction
• Activity

Learning
- is a process not a product.
- involves change in knowledge, beliefs, behaviors,
or attitudes – over time and is lasting.
- is not something done to students but rather
something that students themselves do.
• How Learning Works : seven research-based
principles for smart teaching / Susan A. Ambrose
[and others] ; foreword by Richard E. Mayer.

An Engaging Course Is:
Relevant (learner oriented)
Organized (easily navigated)
Interesting (duh)
Current (no missing links, technology is up-todate)
• Include Interactions (student-student,
student-instructor, student-content)
•
•
•
•

– Quantity and variations differ for each course

•
•
•
•
•

There is NO ONE way to teach your course
Each course is unique
Each instructor is unique
HOWEVER
Some consistency in structure and design
helps students as they move from course-tocourse

Types of Interaction
• Student-Student
• Student- Instructor
• Student-Content

Student-Student
• Discussion Boards
– Guided Introductions
• Who you are, your major, career goals, “one fun thing”
and include a photo (builds community)

– Module (unit, weekly)
• Relevant – can vary (reinforces course content)
• Grading Rubric provided
*Most important interaction in my study for promoting student success

Grading Rubric for Posting
• Grading Rubric for Posting
3 points total

2 points if on time and accepted by instructor
1 point for responding to another student's post. (Must be relevant and
add to the content and not just an "I agree" type post.)
• (if your post is not accepted, you will receive an email from me and your
post will be deleted). (See below for requirements for acceptance.)
• Accepted posts must fit the following criteria:
–
–
–
–
–
–

aligns with the directions
is unique (if someone has chosen your topic, you need to choose another one)
is composed of at least three sentences
has only minor grammatical and spelling errors
is accurate
is on time - no initial posts will be given points if they are more than one week
late

Other student-student interaction
possibilities
•
•
•
•
•

Group work
Course wiki
Chat
Peer evaluations
Other?

Student-Instructor
• Direct
–
–
–
–
–
–

Discussion: not too early nor too much
Announcements: brief and timely
Email: as needed
Introduction: picture and video?
Journals: private (instructor only), directed (rubric), 1st
Feedback: timely, positive, relevant, encouraging

• Indirect
– Course Design
– Course Navigation
– Course Materials and Activities
Your course is a reflection of YOU!

Learning Principle #7
“To become self-directed learners, students
must learn to monitor and adjust their
approaches to learning”
• Eberly Center for Teaching and Excellence at
CarnegieMellon
• http://www.cmu.
edu/teaching/principles/learning.html

Journal Example
• After reviewing exams
• Private – Instructor only
• After reviewing your results for Exam 1 tell me:
– 1) were you satisfied with your score?
– 2) what did you do to study for this exam,
– 3) what will you do differently for the next exam?

• After last exam
– 3)what will you take with you from this class for your
next science course?
Important to respond to 1st - see rubric

Journal Rubric
• 3 points
• 1 point for each question
• But to earn point – must answer questions 2 &
3 with specific activity
• Can earn missing point(s) with a second
correct post
• Feedback I try to comment on first and others
as needed

Design
•
•
•
•
•
•

Clear and obvious navigation
Chunk
Backwards design (Wiggins & McTighe)
Folders are your friend (up to a point)
Relevant Material Only (no clutter)
START HERE folder and link

Organization

Student-Content
•
•
•
•
•
•

Rubrics
Scavenger Hunt Quiz
Folders for Chunking
DUE DATE List and Link
Hide Folders Until Needed
Interactive Resources

Rubrics
•
•
•
•
•
•
•

Scoring tool
Reflects instructor’s expectations
Guidelines for students
Promotes consistency in grading
Reduces grading time
Reduces “why this grade?” questions
Does take time to build but worth it

Scavenger Hunt Quiz
• Points count towards grade – may take
multiple times until full points awarded
• Important course information
• Not just syllabus information, but some “how
to” things as well
• Forces finding specific details about course
• Example: Are you allowed to use your notes
on test? Yes or no and then have feedback
with correct answer.

DUE DATES

Interactive Tools
• Thinglink.com build your own interactions
• Skitch.com screen capture with annotations
(need Evernote account)
• YouTube videos: search for content or build
your own
• Practice Quizzes: shown to promote learning
• Scenario Based Learning and Simulations
– Some are already out there
– Build your own?

Practice, Practice, Practice
•
•
•
•
•
•

Publisher content: robust but expensive
New kid: Sapling Learning
Build your own
Formative assessments
Could also be homework assignments
MUST BE WORTH POINTS

• (Ericsson, Krampe, & Tescher-Romer, 2003)

Build your own?
• Time consuming
• SoftChalk
• LMS?

Scenario Based Learning and
Simulations

7 Principles of Learning
1.
2.
3.
4.
5.
6.
7.

Students’ prior knowledge can help or hinder learning.
How students organize knowledge influences how they learn and apply
what they know.
Students’ motivation determines, directs, and sustains what they do to
learn.
To develop mastery, students must acquire component skills, practice
integrating them, and know when to apply what they have learned.
Goal-directed practice coupled with targeted feedback enhances the
quality of students’ learning.
Students’ current level of development interacts with the social,
emotional, and intellectual climate of the course to impact learning.
To become self-directed learners, students must learn to monitor and
adjust their approaches to learning.

http://www.cmu.edu/teaching/principles/learning.html

Resources
• http://elearninginfographics.com/engaging-students-in-elearninginfographic/
• http://www.cmu.edu/teaching/principles/learning.html
• http://www.hhmi.org/biointeractive/cardiology-virtual-lab
• Saplinglearning.com
• http://shop.mheducation.com/search.html?searchQuery=Ph.I.L.S
• http://www.mclph.umn.edu/watersedge/game.html
• Skitch.com
• Thinglink.com
• How Learning Works : seven research-based principles for smart
teaching / Susan A. Ambrose [and others] ; foreword by Richard E.
Mayer.
• https://coi.athabascau.ca/

